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ANIME-ZINE # 4 


ANIME-ZINE returns in June to spotlight the 
works of the late Dr. Osamu Tezuka, the biggest 
name among postwar Japanese comic artists and 
animators. Our fourth issue covers Tezuka’s 
works (including Astro Boy, Kimba the White 
Lion, Hino Tori, and BlackJack) as well as 
animated versions of the translated manga: 
Akira, Lum, Fist of the North Star, Venus Wars, 
Outlanders, & Justy. Also: Orange Road, 
Totoro, various high school comedies, news, 
reviews and previews. 


ANIME-ZINE # 3 


North America loves the Dirty Pair comic book 
and ANIME-ZINE # 3 is the definative source 
for info about the "Lovely Angels.” We cover 
the original Dirty Pair novels, the TV series 
and new video-only episodes as well as the 
"Nolandia Affair” video and the Dirty Pair 
movie. We reveal the Dirty Pair’s tie-in to 

its sequel, Crusher Joe, and explore that 
movie. Plus Dragonar, Eighth Man and 

the Akira manga translation. 


ANIME-ZINE # 2 


ANIME-ZINE # 2 features the 25 new 

Star Blazers episodes and the originally 
planned, but unfilmed, 52 episode long version 
of that storyline. Megazone 23 part 2 and its 
English translation are explored, as is Wings 
of Oneamis; the Royal Space Force, 1987’s 
high-prestige film about the first manned 
spaceflight on an alternate world. 

Plus: Saint Seiya, the first and most popular 
of the new "armored superheroes” animations. 


ANIME-ZINE # 1 
Sold out, sorry. 


SUBSCRIPTIONS to ANIME-ZINE are five 
issues for ten US dollars, please indicate 
which issue you want to start with. 


BACK ISSUES are two US dollars each. 


WHOLESALE RATES are available for Dealers, 
Jobbers, and Distributors. 


ANIME-ZINE is published by Minstrel Press Inc. 
PO Box 87, Rahway, NJ USA 07065 


ATTENTION ROBOTECH FANS! 
Robotech II: 


The Sentinels: 
On Video Tape 


Available for the first time anywhere! 


At last! the never before seen footage of the 
Robotech Il: THE SENTINELS™ cartoon is 
available on VHS tape. 


A few years ago, Harmony Gold USA, Inc. 
began the production of a new Robotech™ ani- 
mated T.V. series. For a number of reasons the 
project was never completed. But the first three 
episodes were produced. 


Exclusively from Palladium Books® 


Now, for the very first time ever, you can see 
those three episodes combined into one, long, 76 
minute, color feature on VHS tape. 


Don’t run to the stores. Robotech II: The Sen- 
tinels™ Video Tape is available only through the 
mail and only from Palladium Books® 
Running Time: Approx. 76 minutes 
Color 
Unrated 
VHS Only! Sorry No Beta. 


Available Only by Mail! 


$24.95 postage and handling included 
Mailed “first class” in a protective envelope. U.S. 
Funds Only. Allow 2 to 4 weeks for delivery. 


A MUST FOR COLLECTORS!! 
‘A GREAT GIFT!! 
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Holy Moley! I didn’t think I’d ever get to see Robotech II: 
The SENTINELS™, and now I can own my very own copy(s)! 
Please send me copies. 


Enclosed is $24.95 (postage and handling included) for each copy I want. 


SEND TO: 

Name: 
Copyright © 1987 Address: 
HARMONY GOLD USA, INC. Sears é Fs 
All Rights Reserved. City: Beate: ap: 


VHS ONLY. SORRY NO BETA. 
Palladium Books — Dept. V — 5926 Lonyo — Detroit, MI 48210 
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ROBOTECH is a trademark owned and licensed by 
Harmony Gold U.S.A. inc. 
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EDITORIAL 


With this issue, Protoculture Addicts 
has now attained a certain kind of maturity. 
Last year was a crazy one. We succeeded in 
publishing three issues, the last two,. being 
very close to each other, in large 
distribution. We thank every one of you who 
bought our fanzine from coast to coast for 
your confidence in our product and we hope we 
still will be able to satisfy you in further 
issues including this one. For those of you 
who were asking so strongly for issue #1, we 
are sorry, only 400 copies were printed which 
are now sold out. If appropriate demand from 
our distributors is received we could reprint 
it. 

We are very happy to inform you that 
this issue will be distributed by Diamond, so 
that we now reach about every comic book 
store in America. This is an achievement we 
are proud of. Negociating with distributors 
is a very tough but rewarding experience. We 
are glad that they all put confidence in our 
product because of you techies who have 
proven beyond any doubt that you are still 
well alive and dynamic! There is indeed a 
good market for Robotech material. As a 
matter of fact, not only does P.A. perform 
well in the stores but we also are receiving 
alot of letters (more than 600 in 4 months) 
for which we are also thankful. A lot of good 
comments, feedback, art and material. We hope 
to be able to give appropriate space to all 
those very good contributions in the near 
future and still ask you, kindly, for more. 

This fourth issue inaugurates a new year 
and we should now be able to publish ona 
regular, quarterly, schedule. In addition, 
one or two special issues are not out of the 
question... we'll see. I hope 1989 will be a 
very successful year for Robotech, especially 
for our very dear colleagues at Palladium 
Books, Eternity Comics and Books Nippan. We 
teally appreciate all your feedback and 
support. 

Twill now let you to your reading. I 
hope it will be to your liking. See you in 


June. Long live Robotech! ; 
Alain Dubreui] 


VOICE OF BRERDOM RIGETERS 


We keep receiving a lot of letters from 
Robotech fans. Here are some of them. Please 
continue to write to us as often as you wish. 


"Dear Protoculture Addicts, 


Below is something I would like for you 
to put in the magazine. 


ROBOTECH 
Really 
0 utrageous 
B eyond 
0 utstanding 
T otally 
E xtraordinary 
¢ ool and 
Kot! 

#1 techie" 


Jennifer Borden 
Detroit, MI, USA 


- As you can see, Jennifer, ve shared 
your enthusiasa and high spirit tovards 
Robotech with every other fan. This is the 
main purpose of our fanzine and please 
contime, you and all other techies out 
there, to fill our mailbox with every kind of 
contribution or insights you may have on the 
Robotech universe. 


"I don't think that it was fair to have 
Breetai die. He wasn't really bad, but in 
circumstances beyond his control. He was 
basically decent, as he proved. No one should 
be held accountable for the acts of others 
when he was conditioned in no other way. He 
didn't have his freedom of choice. It is 
rumored that there will be a 6th Sentinel 
book. (...) 

I think that in all justice Breetai 
should be brought alive, and thereafter share 
his happiness with Kazianna and their son 
Drannin who was born after his death. 

Anything can happen in fiction. In the 
Soap Opera "Dallas" Bobby was brought back to 
life. I don’t watch it but I read about it. 
The miraculous saving of life has happened in 


reality, so why not in fiction. The author is 
snart and intelligent, he could save Breetai 
in an incredible but believable way. He was 
ay favorite and I actually mourned for hin." 


Mrs. Carol L. Davis 
Norco, CA, USA 


- Well I guess Breetai's death must have 
been a shock for a lot of Robotech fans. The 
tragic end of Roy Fokker was one too. 
Robotech puts a value on life because death 


- do strike some of our favorite characters. 


However I agree with you on the fact that 
Breetai's death (and that of some other 
characters of the Sentinels) was kind of 
lightly treated. But if there is a sequel to 
the Sentinels like ve are teupted to believe, 
anything can happen. 


"Dear fans of Robotech, 


You have no idea how hard it is to find 
anything of Robotech, or even renotely 
related to the subject, in Western Canada. I 
get the same response from so-called 
collectors shops who promise that they can 
get ANYTHING in, but then tell me that 
Robotech books and products, as well as all 
Japanese animation books, are so rare that 


nobody can get then. Sending to the States 
has proven, on sumerous occasions, quite 
costly and disappoint ing. 

After fighting with a local book store 
for nore than a year, I was able to get 
Robotech Art #1, 2 and 3. I loved them. You 
have no idea how happy I was to see your 
address and know that, as a Robotech fan, I'n 
not alone." (...) 


Greg Fitch 
Sylvanlake, AB, Canada 


- Everything comes vith hard labour. 
Protoculture Addicts is indeed the product of 
hard labour. And much more will be needed to 
make it the proud achievement of every 
Robotech fan. Please continue to do the 
promotion of Robotech in Alberta and the 
products will eventually come easier. For now 
I hope the addresses we gave you will be of 
great help. 


"Ladies and Gent lenen: 


I have read comics and watched tapes of 
the Robotech sagas, Macross, Robotech Masters 
and the New Generation and enjoyed them very 
nuch. Hy daughters are addicts too, they love 
the programs. 

Unfortunately Robotech ends (in the New 
Generation) with Scott Bernard heading back 
into space looking for Rick Hunter. What 
happened? Is there another series??(...) 

Anyway I try to restrict ny girls from 
watching very violent shows, whether animated 
or not, but I find that most shows are that 
way. Robotech stories and character 
developments are humanistic and warm even 
though they are in a violent setting. The 
stories and characters are what ay girls 
renenber, not the violence."(...) 


David A. Holland 
Willsboro, NY, USA 


- We like VERY MUCH to hear from parents 
who can understand what violence is all about 
in Robotech. There is no ultimate good nor 


evil. "Good" characters do not always get out 
of conflicts with "Evil" characters without 
harm. There is no "safe" violence. Violence 
does hurt and can kill regardless of the 
cause you are fighting for. This is what 
Robotech is teaching to our teens and 
ourselves and it is a much more mature 
approach than that of some shows not taken 
out by anti-violence lobbies in which "good" 
characters always dodge and never die. This 
is a dreadful way to tell our young that 
Violence is safe as long as you fight on the 
"right" side: a very dangerous propaganda. 


"Dear Alain, Michel, et al: 


Having only recently moved to Canada 
from Florida, I was especially happy to find 
out there are enough enthusiastic Robotech 
fans up here to get a fanzine started. I've 
been seriously addicted since early 1986 when 
I accidentally sav the end of one episode, 
never having been ouch of a cartoon fan. I 
was interested enough to tune in the 
following day, and the first episode I saw in 
its entirety was "Phantasm", which was so 
impressive I videotaped every episode from 
then on. Comic books followed of course, then 
trading cards, posters, prints, paperbacks, 
portfolios not to mention the Lisa Hayes 
action figure I got on ay 22nd birthday. Ny 
car is unmistakable, a road-weary '66 Buick 
Electra with a plate on the front that says 
"I love NINMEI" and various Robotech stickers 
in the windows. There's hardly any room left 
on my walls, thanks to all the various 
Robotech art I've bought, but as if that 
weren't enough (and there is no such thing as 
"enough" where Robotech is concerned, is 
there?) the Robotech Art books inspired me to 
create my own, during the past several 
months. Perhaps through Protoculture Addicts 
I'll be able to share some of ay work with 
other fans, especially the project I'n 
working on now, which is a 52" by 54" montage 
(done with colored pencil and black ink) that 
includes all the major characters from the 
original trilogy, along with certain mecha 
and significant symbols or phenonena. It is 
now 95% complete, after several months of 
sketching, outlining, and coloring."(...) 

Chris Hover 
Scotsburn, NS, Canada 


- It is for fans like you that Proto- 
culture Addicts exists. We have to keep the 
spirit alive. Other shows have been taken out 
before and put back because of sassive fan 
requests. With a score of fans like you in 
every region of North America, no one knows 
how much could be done to convince the 
networks that Robotech vas not just another 
ordinary show but the show of the eighties. 


"Dear Protoculture Addicts, 


Hello fron the warn island of Oahu, 
Hawaii!! Hy name is Janice Lai, and I'n a 
true blue ROBOTECH FAN!! 

I was reading Robotech Art II: The 
Sentinels today, and sav a bit of info on 
your Robotech fanzine. I gust confess that 
I’m new to the hobby of Robotech collecting, 
but with your help, I might become an even 
nore diehard and knowledgeable Robotech fan! 

Anyway, I'd like to ask for some 
information on your fanzine and how I can 
subscribe. Robotech info is hard to come by 
in Hawaii, but with your help, I can learn 
nore about ay ABSOLUTE favorite TV series!!" 


Janice Lai 
Mililani, HI, USA 


- We are proud to see that our crusade 
can even reach the remote (from our point of 
view) islands of Havaii. Protoculture Addicts 
is distributed there and also in Alaska. We 
do not want to let don any fan from North 
America; every one deserves an equal and fair 
treatment. I hope, Janice, that we will make 
you feel closer to your favorite show. 


"To all Robotech Fans, a very important 
note: 

I greatly feel that we are being given a 
special opportunity. Robotech in itself is 
going into a bit of a slump. I have been able 
to see this from the fans that I talk to and 
relate with. The fans who got their start in 
japanination in North America I believe a 
great number of then started with Robotech. 
However due to the fact that Robotech has now 
been in North Anerica for some time, these 
fans are now moving on into newer animation 
from Japan. 


Robotech fans were promised a new 
series, but after certain deals fell through, 
Harmony Gold shelved the —_ project 
indefinitely. The good news is, the little 
bit of animation that was done for the 
Sentinels is nov in the hands of Palladium 
Books for distribution and this is where our 
golden opportunity lies. 

All Robotech fans should send to 
Palladium Books for a copy of the Sentinels 
movie. The movie is a very good price (about 
24§). I strongly believe that if this movie 
sells well there is a good possibility that 
Harmony Gold will consider producing nore of 
the animation for the Sentinels. 

I know there is a large temptation to 
nake copies of this movie for yourself and 
friends, but the temptation must be curbed in 
order to increase sales (and it is also 
illegal). I feel that the Sentinels video 
will prove to be a major key in whether or 
not Robotech will survive in North America. 

Also, write letters and give support to 
clubs, magazines and TV stations that have or 
had anything to do with Robotech showing your 
support. Lets all show Harmony Gold that 
there is a future for the excellent project 
that they brought from Japan." 


Brian Rogers 
Kelowna, BC, Canada 


- This issue's tribune is ending vith a 
true supportive letter from a techie in 
British Columbia. It is a message of hope and 
solidarity. We at Protoculture Addicts deeply 
approve this kind of initiative because ve 
are working in close relation with Harsony 
Gold and all other parties involved in 
Robotech, namely Palladium Books and Eternity 
Comics. We also have good relations vith 
anine magazines (Anime-zine) and anine fan 
clubs in the States. To prosote our common 
interest in good animation in general and in 
Robotech in particular ve sust support each 
other. I encourage everyone of you to buy the 
Sentinels video tape for the same reasons as 
those of Brian. AD. 


THE SHAPING OF PROTOCULTURE 


P.A. RESPONDS TO READERS 


We received tons of questions these last 
months, First I have to tell you that it is 
impossible for me to answer everyone of them 
personnally even if I would very much like to 
do so. Here are answers to some of them: 


You can order the 6 Macross tapes by 
Family Home Entertainment. Mail to: P.D.S. 
P.O. BOX 310, SAN FERNANDO, CA 91341. There 
is (was?) a toll free: 800-782-8226. Price: 
$79.95 plus $6.00 delivery (cf. Comico TAS 
#23). If that offer has ended, here is the 
permanent address of FHE: 500 N. Ventura Park 
Rd., Newbury Park, CA 91320. As for a video 
telease for the Masters and the New 
Generation, there is nothing planned yet but 
why not ask for it when you will be ordering 
your Macross tapes? Maybe if they have enough 
tequests... You can write to Harmony Gold USA 
also, on the sae basis: 7655 SUNSET Blvd, 
LOS ANGELES, CA 90046, USA (this is the NEW 
address). 


Find the address of your local TV 
station and send then postcards asking them 
to put Robotech back on the air. 


If you want Robotech pen pals or are 
searching for a Robotech or Mekton RPG club 
in your vicinity, write to us your full 
address and phone number, specify what you 
ate interested in (for RPG mention if you are 
Gamemaster or player) and we will publish 
your name in following issues of P.A. 


A lot of fans asked us where to find 
japanese videos and books; for that request 
please write for a catalogue ($3.00) to BOOKS 
NIPPAN, 1123 DOMINGUEZ St., UNIT K, CARSON, 
CA 90746. Those guys will do their very best 
to satisfy your needs! 


If you want to submit material to P.A., 


try to send it in typewriter/printer form (an 
Aniga, IBM or Macintosh disk is even better), 
watch the quality of your english and don't 
be too lengthy. For artwork, we prefer black 
and white, inked if possible. Send high 
quality photocopies rather than originals 
because it’s not easy to send all those back 
when you request it. We cannot pay our 
contributors (at least for now) but we send a 
free copy of the issue they collaborated in 
to then. 


There was a mix-up concerning our rates. 
Subscription is $7.00US/$9.00CAN, even if old 
rates were published, by mistake, in ads, 
Please subscribe or renew your subscription 
following the new rates. Don't send more than 
one year (4 issues) subscription at a time, 


Sone of you ask for more color in the 
fanzine. We are sorry but the quality we are 
providing you with is only what we can afford 
right now. Unless we can increase our number 
of copies (decreasing the same way the cost 
of each copy) we will not be able to improve 
the quality of the zine. Please try to 
convince your friends to buy P.A. and 
especially your comic book retailer to order 
it. We do the work convincing the 
distributors and we can send a promotional 
flyer to your retailer but that's all. YOU 
can show him a copy of P.A. and tell him that 
he could sell P.A. to almost all his 
Sentinels’ comic book customers. Please help 
us with that, we will improve only by your 
support. Another fine way to show us support 
is by ordering our T-SHIRI/SWEAT SHIRT 
LIMITED EDITION, 


Our #1 issue is sold out. We may try a 
solicitation of our distributors for it soon. 
So please prepare your retailer by telling 
him that YOU would like a copy. If we gather 


enough orders to print, we will sure do it, 
For those of you who want a copy of #2 or #3 
either on your subscription or as sample copy 
($2.25US/$2.95CAN each), order it SOON, 
Quantities are getting low. 


Yes, a Jack McKinney interview is 
scheduled soon. To Willian Davenport: yes we 
did, on purpose, shift the colors of the RDF 
emblem; you have a good sense of observation. 


If you have any questions, ideas for 
articles, short stories, RPG "optional" 
tules, art, don't be shy and don’t wait to be 
asked: do it and send it to us. Especially, 
if you have INFO (news): maybe we already 
know it, maybe not. Don't take a chance: help 
us to make the best FANzine, 

Alain Dubreuil 


We apologize to our collaborators 
(particularly in Montreal). I have been told 
that there is some disappointment about our 
lack of response to your requests or your 
submissions of material. Of course, you have 
to understand that it is very time consuming 
to run this fanzine (and don't forget we all 
have studies or work to do also) and, as we 
received hundreds of letters and phone calls, 
it is IMPOSSIBLE for us to answer everybody. 
Collaborators: if you send material, don't 
expect us to answer; we don’t have TIME! If 
it's good we will publish it and send you a 
free copy of the fanzine or if it needs 
corrections we will send back your text for 
it. That is the only thing we can do for now. 
If you are near Montreal, you can always call 
us to get/give news. For those who have sent 
us inquiries, we will try in this column to 
answer the ones asked most often. Thank you 
for your support and for your patience. 

‘till the SDF-3 comes back, 

Claude J. Pelletier 


TOP TEN: MALE 


This time more readers took the time to 
enter our little contest. We still encourage 
you to participate as much as you can. The 
more answers we receive, the more accurate 
the results will be. The final TOP TEN MALE 
ranking list should not cause a big surprise 
to you fans. We asked Rick and Max , and here 
are their comments : 


Rick: There were a couple of tight spots in 
the middle and near the end, but all in 
all it wasn't too tough to get first... 

Max: HEY ! that's one of my lines... 


Anyway, I suggest that you check if your 
ratings watches with the general opinion of 
the Robotech fandom, Now, here are the 
results of the Top ten male characters in 
Robotech: 


1- Rick 
2- Max 
3- Roy 
4- Scott 
5- Rand 
6- Gloval 
]- Lancer 
8- Breetai 
9- Zor 
10- Khyron 
1- Exedore 
2- Angie 
3- Ben 
4- Sean 
5- Bowie 
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- Emerson 


AX 


17- Louie 
18- Lunk 

19- Bron 

20- Lang 

21- Wolff 
22- Kyle 

23- Corg 

24- Luan 

25- Konda 
26- Rico 

2]- Grel 

28- Jason 
25- Karno 
30- Adm Hayes 
31- George 
32- Narrator 


V 


It is my pleasure to announce that it is 
Jay FONG from Ville St-Laurent who won a copy 
of the Robotech BGH Collection Vol. 1 for 
having his own score matching almost 
perfectly the final one. Congratulations! 


Finally, let me remind you that we are 
now waiting ratings for our next contest: 
The TOP TEN MECHA. But of course, what is a 
MECHA : you can include ships and vehicles 
(using Protoculture). This is a unique 
occasion for you to let everyone know which 
MECHA you prefered in the first three 
chapters of the ROBOTECH saga. List your 
choices from 1 to 10 according to your OW 
preferences. Once again, in collaboration 
with US RENDITIONS, we will offer a ROBOTECH 
BEY Vol 1 to the lucky person whose Top 10 
list will match the final score. DON'T WASTE 
ANY MORE TIME AND RUSH IMMEDIATELY 10 YOUR 
PENS ! Michel Careau 


UH?! 


Episode 19: 
- We have noticed that the SDF-1 was hovering 


above a big city at about 500 meters. Since 
the SDF-1 has no gravity pods anymore (they 
abandoned ship during episode #2), she is 
telying on thrusters ONLY. Everyone knows the 
SDF weights 18,000,000 tons. After small 
calculations, we estimate that the force 
needed to keep the ship aloft is approx. 
16,200,000,000 Newtons. This thrust is 
applied to roughly 30,000 sq. meters. A 
simple division indicates that 54,000 N/u2 
are applied out of the thrusters. Most 
wonderful is the fact that the city just 
right under suffers no harm when it should be 
turned to cosmic dust. But don't worry, the 
animators will compensate later with the 
gentle help of Khyron... 


Episode 20: 
- We are told that Bron, Rico and Konda’ were 


waiting for the indications of a fold to 
initiate their escape from the SDF-1. That 
would suppose that they were aware of 
Breetai's reinstallment in command with the 
imperial fleet. Those spies can fetch ANY 
information! 

- Another thing. Not only can they gather 
information, they can also build a battle pod 
out of thin air. So much for the Zentraedi's 
lack of technical knowledge! After the 
"chair" story, this. Those spies are mighty 
efficient. 

- Those spies again. We noticed they brought 
back with them a small sample of what modern 
culture is all about: TV set, refrigerator 
(!), grand piano (!!) and stuff... We 
wondered where they put those things in their 
spontaneously-generated battle pod but we 
didn't say anything. After all we try not to 
annoy you with useless details. We still 
wonder how they got all these souvenirs; it 
nay be OK for TV sets, even refrigerators (?) 
but how can you rob a grand piano discreetly? 
We thought Minmei's was the only one on 
board. But we can still cope with that, 
aren't we tolerant? We could even cope with 
those gigantic records, Rico managed to hide. 


But now we cannot let them go with showing us 
full-size Zentraedis eating and actually 
enjoying human-sized candies? That tears it! 

- Right after the lift off of the SDF, we 
have a scene where we see Minmei walking ten 
steps forward, without moving the slightest. 
Front moonwalk. "Exit Michael Jackson, Enter 
Minnei". 


Episode 21: 

- So, nice episode. Just a little technicali- 
ty. When Rick and Lisa are walking back from 
their confinement area, during the transfor- 
nation, they pass by a turned over car, a 
grey car. Minutes later the car is now red. 
Well, it seems like they already begun 
cleaning the mess; but shouldn't they put the 
car back on its wheels before giving it a new 
paint job? 


Episode 22: 
- Lisa spends some time remembering Kyle's 


words when he was interviewed during Minnei's 
burnout. What he said, however, and what she 
remembers him saying does not seem to be 
exactly the same. Quite a fascinating case of 
subjective memory. A little more and she 
would have remembered him declaring his love 
for her... 

- Have you ever seen a veritechling (the baby 
of a veritech, that is)? Well, we saw one... 
It was: starting to learn how to fly by 
flapping its wings, during the attack vs 
(again!) Khyron. Really. 

- Now, just a word about how much a tough 
person Kyle is. When the pods are firing on 
the concert hall, a big spotlight falls 
directly on his head. He just trips briefly 
but gets out of it very matter-of-factly. 
Takes more than that to get rid of a man with 
such an amazing training in martial arts. 


Episode 23: 
- When Rick & Lisa are having tea together 


after cleaning up the White Dragon, the table 
at which they are sitting is missing one leg. 
After a while it reappears. We can only guess 
the artist went "Ooops! forgot a leg. Let's 
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CHRONICLE OF THE ODD & BIZARRE IN ROBOTECH 


put it back" but didn't bother correcting the 
earlier panels. Thank god for this Uh?! We 
were getting worried... 


- Rick sends a private message to Lisa (who 
is in the shuttle) by using some sort of 
light signals. There's between 2-3 flashes 
per WORD. Now that's a quick code! Morse 


would be jealous. 
- Please take note: Max sets a date with 


Miriya for the next morning, 9:00 AN. 


Jean Carriéres 
Alain Dubrevil 


TOP UH?! 


We now begin the famed Top Uh?! 
compilation concerning the Robotech Masters 
series with the first twelve episodes. For 
those who don't know yet, we are counting 
every time a character makes a Uh?! out of 
surprise; crazy? Yes, probably, well... 


1- Dana: 3 6- Emerson: 8 
2- Bowie: 24 7- Marie: = 7 
3- Angelo: 19 8- Nova: 4 
4- Louie: 14 9- Leonard: 3 
)- Sean: 13 10- George: 3 


THE ZENTRAEDI WAY (21/2) 


I received many comments about #3's 
Zentraedi Way and the three High Commanders. 
They were never seen in Macross or Southern 
Cross. Dolza is NOT a High Commander, only a 
Fleet Commander. There is only ONE (Main) 
Fleet and it is handed from one Fleet Comman- 
der to another, The three High Commander's 
names are: Khedan, Torigha and Roxen. They 
ate NOT Masters. The Fleet Commander's names 
are: Dolza, Kuds, Vilax, Akner, Goorha, 
Dwadd, Rinfret, Ytgah, Panglor and Madras, 
And yes, Raymond, the Prime Instruction is 
known as the Imperative. And that’s all for 
this Micronized Zentraedi Way. JC 


KEVIN SIEMBIEDA 


Kevin Siembieda is the designer of the 
Robotech Role-playing Game which is published 
by his company, Palladium Books. 


P.A.: How were you brought to make a business 
in the role playing game world? 


K.S.: A friend of mine lead me into playing 
some Dungeons and Dragons. The first several 
times I played, I did not like it; I thought 
it was interesting but not very fun. But 
something clicked like the third or fourth 
time that I played and I decided to start ny 
own campaign. I had the advantage of having a 
college game club in the area, A lot of good 
game masters there had picked up the game 
concepts behind role-playing really quickly. 
But as I was playing it, Dungeons and Dragons 
that is, there were a lot of things I did not 
care for, a lot of things I thought were 
clunky rules. So I started to change things 
and after about six or eight months I was 
basically playing something that was half-DéD 
and half-something different. I continued to 
evolve my ideas and about a year later I 
found uyself playing on a regular basis, 
every Saturday, with about twenty guys at 
this game club. They kept telling me what a 
preat game system this was and how I should 
try to market it. I gave it a shot, this is 
back in 1979, and went to all the major game 
companies at the time. This was what would 
later be my Palladium Fantasy Game, 280 pages 
worth of a book. The best offer I could get 
was $500 for it. In fact Judges Guild offered 
ne $500 upfront and a 2% royalty of the 
profit that would drop to 1% if they sold 
nore than 5000 copies; instead of going up it 
is dropping down. So I said, this is not 
good. Another year went by. The people I was 
gaming with along with a number of other 
people at the gaming center kept pushing me: 
"Do something with this Kevin!" So I said, 
what the hell, I know how to publish, in fact 
I did an underground comic a few years 
earlier. I decided to start publishing nyself 
and that is really how I got into role- 
playing. I just kind of fell into it, it was 


not like if I said to myself: "I want to be a 
role-playing game designer!" It just kind of 
happened and I love it. I really enjoy it a 
lot and it just grew into a major company 
which I am quite proud of. I worked very hard 
at it, And itis nice to know that fans 
appreciate what we are doing... 


P.A.: When were you first acquainted with the 
Robotech series and what was your impression 
of it? 


K.$.: Well, that is kind of funny, because 
Richard Burke had been telling me about 
Robotech for nearly six months before 1 ever 
saw an episode. I knew very little about it. 
I knew about japanimation because I was 
always interested in animation. I was 
familiar with a lot of the japanese cartoons 
and as a kid I loved Kimba the White Lion, 
Speedracer and Astroboy. But I'd never seen 
Robotech, and for about six months Rick Burke 
kept saying: "Kevin, this is perfect, it is 
very similar to the Mechanoids, it will adapt 
easily to Palladium. We should do this, 
license it." And I replied: "Yeah, yeah, 


INTERVIEW 


yeah, I am busy..." Then, I finally saw 
several episodes on our local syndicated 
station. I saw about a week's worth of 
episodes, and I thought: "This is pretty 
interesting." After a couple of weeks of 
episodes I said: "Damn, this is great stuff!" 
Then we contacted Harmony Gold's licensing 
agent and I gave it my big pitch. The guy 
said: "The company sounds really good. I wish 
I could but Steve Jackson games has been 
negotiating with us for months and I expect 
to sign a contract this afternoon." I said: " 
Well, if something should go wrong, give me a 
call." 1 gave hia ay phone number and hung 
up, and stomped around the house swearing, up 
and down, about how much a fool I was for not 
jumping on this sooner. Rick had been telling 
ne for months that I should do it. Now I was 
really sold on it. I loved it. I had seen all 
of the Macross part of the series and some of 
the Southern Cross. I thought it was great 
stuff. Sure enough, late in the afternoon, he 
called back. To his surprise things had 
fallen apart at the last minute with Steve 
Jackson. Apparently, the person negotiating 
for the license did not have the authority to 


Kevin STEMBIEDA and Michel GAREAU, 
(Photo: C. J, Pelletier) 
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take it. Steve Jackson said: "I'd rather put 
that money elsewhere.” So he let it go and we 
snapped it up. 


P.A.: What was the reaction of the Robotech 
fans to this new product of yours? 


K.S.: They went crazy over it. A part of the 
reason is that, being a fan myself I had a 
very firm grasp of what they would want, I 
very much went out to give the most accurate 
portrayal of the TV series as well as give 
them little details that they could not get 
anywhere else, We had japanese translations 
done, we watched combat sequences and 
specific parts of the films, frame by frame, 
and over and over and over. Watching a minute 
combat segment 40-50 times, was not unusual . 
So it was extremely accurate and we had 
excellent art. I specifically sought out 
Kevin Long. I had seen his art three years 
earlier and lost track of the guy. We spent 
two months trying to find him. I just thought 
he would be ideal for this. We finally found 
him and his art was just fabulous. With our 
accuracy and his fantastic art the reaction 
was just overwhelmingly positive. We sold 


almost 70000 copies in the last 2 1/2 years. 
The reaction was just super. And they still 
love it. The Invid is selling like crazy... 


P.A.: Did you have some particular problems 
in adapting certain mechas, characters or 
game situations? 


K.$.: Most of the problems that we had was 
with some of the inconsistencies in the 
animated series. For example, in some scenes 
you will see battlepods which seem pretty 
tough; in other sequences they seem like they 
blow up if you hit them with a sharp stick. 
They seem real fragile. Concerning the 
Veritechs, there are heroes who take blasts, 
get back to the ground at Mach 1, roll, leap- 
up, blast away six or seven pods, buildings 
fall on then and they then dig their way 
out... Then the non-important characters get 
blown away with one blast from a battlepod. 
Clearing visual inconsistencies was probably 
the greatest obstacle. Then, differentiating 
sone of the original japanese concepts from 
the anericanized concepts. Harmony Gold and 
Carl Macek very much wanted the Robotech saga 
portrayed, not Macross, Southern Cross and 


Mospeada. They very much wanted what they had 
designed, which makes sense; this is what we 
know as Robotech. A lot of our japanese 
translations did not coincide with the 
american version. For example, in the 
japanese translation, the Raidar X fires his 
giant auto-cannons, they are not lasers, 
However, if you watch the film, you cannot 
tell whether they are laser or auto-cannon 
blasts, it is so stylized. In Macek's mind 
these were clearly lasers and we had to stick 
with that. The real work was in researching 
everything, and once we got that down and got 
a firm grasp of what Robotech was about, it 
went pretty smooth. 


P.A.: How and when were you brought to take 
the contract of distributing the Sentinels 
feature? 


K.S.: We just finalized the deal to do the 
tape this July. We got the tape out about 
four weeks after we officially signed the 
contract to do it. We had wanted to do it for 
years but it was kind of tied-up. When we 
found out that the video tape rights were 
free, in April, we jumped on negotiating, and 


now it is selling very well. It looks good 
and we got a lot of favorable feedback on it. 
Of course we had really nothing to do with it 
other than manufacturing it and distributing 
it. It was all produced by HG. What a lot of 
people do not seem to realize is that this is 
NOT Robotech the Movie that was supposed to 
be released by Cannon Films, That is a 
combination of Megazone 23 part 1 and unused 
or previously unseen footage from Southern 
Cross. I would love to see that; it sounds 
really interesting, but the Sentinels is not 
that. The Sentinels videotape is the first 
three completed episodes, and the only 
existing episodes that were filmed, animated, 
for the Sentinels TV series. What a lot of 
people do not realize also is that, while the 
animated series was produced by Tatsunoko 
Studios, which also did Macross, it was done 
for the American market. This was not a 
japanese series adapted for America, like the 
previous, this was supposed to be brand new 
and specially for the North American market, 


P.A.: What are your projects in the near 
future concerning the Robotech RPG? 


K.S.: All kinds of stuff. A lot of people we 
spoke to, at Gen Con, were afraid that we 
would not be doing anymore books now that we 
have produced Sentinels. It is not true. In 
fact what I need to know from the fans is 
what they would really like to see. We 
definitely will produce more material for 
Robotech, At this point, it looks like we 
will be focusing on Macross, Invid and 
Sentinels. Right now we have four books 
planned for 1989 and it could easily become 
five or six. 


P.A.: Do you intend to produce new modules 
using the reference books vou have already 
done? 


K.S.: I love Robotech, it has been one of my 
personal favorites. As long as there is an 
interest in it, we will continue to produce 
nodules and source books for it. There is 
certainly a wealth of material, a number of 
things that we have not covered yet. Although 
it seems like we produced a fairly exhaustive 
amount of data already, there is a number of 


things that are not even on the drawing board 
yet, like a book on Moon and Mars base. Ye 
could probably tie-in the Invid-Sentinels 
period. That could be a lot of fun. There is 
also the concept according to Carl Macek that 
there are several Robotech factories in the 
Universe just on a repular rendez-vous. There 
could be adventures on that. Presumably there 
are still Zentraedis somewhere in the 
Universe. What are they going to do now that 
the Robotech Masters are gone; are they going 
to find some other Masters? Try to continue 
their empire? Start their own thing? Try 
revenge on Earth? There are a lot of 
different possibilities. All the various 
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adventures, ideas, that were presented in the 
65 scripts for Sentinels; each one could be 
an adventure book. We are thinking about 
doing a giant blueprint book where we would 
have plans of all the ships. Also a field 
guide where we could include a lot of 
animation model sheets as part of the text. 
So there is a whole wealth of possibilities 
out there and as long as people want it, we 
will keep doing it. 

Alain Dubreuil 


The views presented in the preceding 
interview are not necessarily those of 
Harmony Gold U.S.A., Inc. 


Robotech: The Role Playing Cane: 
A masterkey to the Robotech Universe. 


STEMBIEDA, Kevin. Robotech: The Role Playing 
Game. Detroit, Palladium Books, 1986. 
110 p. 

IDEM. RDF Manual. 1987. 48 p. 

IDEM. Zentraedi. 1987. 48 p. 

IDEM. Southern Cross. 1987. 112 p. 

JACQUES, Chester. Robotech RPG adventure: 
Ghost Ship. 1987. 48 p. 

STEMBIEDA, K. Invid Invasion. 1988. 112 p. 

REED, Garry. RDF Accelerated Training 
Program. 1988. 56 p. 

STEMBIEDA, K. Robotech II: The Role-Playing 
Game. The Sentinels. Detroit, Palladium 
Books, 1988. 160 p. 


The purpose of this review is not to 
explain what is a role playing game. However 
for those who don’t know (boys...you've got 
some catching-up to do!), I would say that 
it's basically a gaue of "let's pretend..." 


Each player may have one or more 
characters. The playing characters will have 
to interact with each other and face certain 
Situations created by the game master. Kevin 
Siembieda says: "RPG's are really just an 
advanced form of regular board games... but 
the main thing you need to play a RPG is 
IMAGINATION." Kevin  Siembieda is the 
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mastermind and creator behind the fantastic 
ROBOTECH Role Playing Game, First, all of you 
must know that the rules for the ROBOTECH RPG 
are completely compatible with the Palladium 
System, and vice-versa. With all of his 
books, the game covers the entire saga of 
Robotech, from Macross to the New Generation, 
including The Sentinels. 


To create a good RPG you need two 
important elements: a good set of "easy-to- 
use" rules and a terrific (and if possible 
linitless) background or scenario. It is 
probably because Kevin has been able to meet 
these two conditions that ROBOTECH RPG books 
had such a large success. Anyone familiar 
with the Palladium system will agree that the 
tules are simple to understand and are 
precise enough to bring the game to a good 
level of realism. One of the problems Kevin 
had to face was to find a way to adapt his 
combat system to the Robotech universe and 
still keeping it simple and fast to play. The 
hardest part was to evaluate the real fire 
power of each mecha and vehicle. There was a 
choice to do, and Palladium came up with a 
solution which brought me and many other 
gamers thousands of hours of pure pleasure. 
Of course there are some little weaknesses in 
the game (nobody's perfect y'know). Some 
occupational Character Classes (0.C.C.) may 
be less interesting to play than the others, 
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It is always more fun to be bashing 
around in the middle of the action with your 
Veritech Pilot than having your Field 
Scientist mix some strange chemicals back at 
base. Even though these 0.0.0.'s may be VERY 
important to the game, it is not as easy to 
get then into the action as it is for MECHA 
Pilots. In the first books, most of the 
0.0.¢., if not all, are military ones, It is 
thus causing a certain limitation to the 
player who is creating a character. In many 
cases, except for the actual attributes, it 
is very hard to differentiate a pilot from 
another. It is the judicious choice of skills 
that will help to correct this situation. 
Unfortunately most of the skills listed in 
the books are OCC ones. It could probably be 
very interesting to have a way to determine 
some kind of "history" for a character. Thus, 
in addition to his military skills, a 
character could possess a few more skills 
according with his past experience. Having a 
complete background on each character 
including childhood, romantic life, etc., 
would definitely help the player to have a 
more intense and realistic sessions. Missiles 
have also been the source of many "debates" 
during combat sequences. Most of the time, 
when engaging the enemy you will have to drop 
your speed under Mach 1 if you want to launch 
nissiles and not run directly into them. 


Besides that, the ROBOTECH RPG is a lot 
nore than than just a Role Playing Game. It 
is probably one of the most important sources 
of information (along with Protoculture 
Addicts) about the gaming universe of 
Robotech. Nowhere else will you find so much 
technical data on Veritechs, mechas, 
spaceships, etc. Lots of infos, details, 
specifications, everything the real fans 
wanted to know. Even the Japanese haven't got 
so much data available for the original 
series. Throughout all ROBOTECH RPG books you 
nay find historical notes, explanations on 
events and also a complete chronology of the 
Robotech wars. 


There is another detail that will 
immediatly catch your attention: the ARTWORK. 
A role playing game would be very hard to 
read if there wasn't any illustrations to 
accompany the text. Those illustrations often 


help the reader to better imagine the setting 


of the game. Kevin has made a point of having 
as much art as possible in his books, and I 
totally approve this decision. If there is 
one thing to say about the artwork of the 
ROBOTECH RPG, it would simply be that it is 
absolutely gorgeous! Each mecha, spaceship, 
weapon, everything is there. There’s more 
than you could imagine. In a sense the books 
could almost be referred to as art books. 
Most of the illustrations are original ones 
created by Kevin Long and Kevin Sienbieda 
himself (Wow! Does this guy work hard!) 


I must confess that I'ma total fan of 
Kevin Long's art. He has a unique way of 
doing mechas and spaceships with such realism 
that sometimes they look better than the 
original Japanese art. Maybe if we pray hard 
and if we "buy" Kevin enough, we will see one 
day a special book or portfolio on Kevin 
Long's masterpieces... But let's not forget 
Kevin Siewbieda artwork from which I gust say 
at least that it’s striking! 


While talking with me, Kevin Sienbieda 
confessed that even if he was a very devoted 
Robotech fan and a complete work-aholic, he 
couldn't have done such a good work with the 
ROBOTECH RPG without the help of his crew. 
Thanks to Alex for seeking and collecting 


datas, Tony for bringing it to the right 
person and Maryann for making sure everything 
is right. 


Michel Gareau 
The Sentinels comic book: a review 


MASON, Tom & ULM, Chris; WALTRIP, Jason & 
John, Robotech II: The Sentinels, #1-3. 
Newbury Park, 1988. 44 p. 


When Eternity decided to publish the 
fourth series of ROBOTECH: The Sentinels, 
they took on one hell of a contract. The 
Sentinels series was originally planned to 
have 65 episodes and was casting many of the 
major characters seen in the previous series 
as well as many newcomers. The crew of 
Eternity had to face more than their share of 


CVR-3 BODY ARMOR 


A soldier should be familar with the CVR-3 protective body 
‘armor. also known as “Cyclone Body Armor ” The CVR-3 armor 
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Zenvreed: Battle Pods. yet 1s a personal body suit that is worn 
by an individual soldier 

The CVR-3 15 not mecha It has no power source. locomotion 
or weapon system It 1s effectively a modem day suit of armor 
Gesigned for maximum field protection under fire 


upper torso. 


Connecting tabs 


locks 
b 


uF 


Unit Insignia MB = Mars Base 


Close-up of boot showing ridges for tracuion 


Center Chest Plate is 2 cen- 
tral connecting unit for the 


Lock Mechanism closed 


7] v 
y/: 
Wa 
Loch Mechanism (27: Vi 
Flips up to tum. 7 - 


Counte: clockwise tum 


difficulties to meet their goal. First, all 
of you must (or should) know that the 
Sentinels’ story takes place approximately 
ten years after the Nacross saga. 


That means they had to find a way to 
wake the characters look older or sometimes 
younger (Dana and Bowie) and still being 
recognizable, Artists will all agree it's not 
an easy task. Nor is it to satisfy an army of 
Protoculture-thirsty fans... 


Many fans (if not all of them) have been 
frustrated by the unexpected death of the TV 
series. The writers then decided to give the 
fans EVERYTHING they wanted and even more... 
To achieve this, the script of each 
originally planned IV episode was split in 
two, Basically, that means that more 
attention and details will be given to each 
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event of the Sentinels adventure. That also 
meant that we're gonna have a 130 episodes 
comic book... WOW!!! Now that's a big 
challenge isn't it? To get over that one 
Eternity hired 1W0 fantastic artists: John 
and Jason Waltrip (Yes! they're brothers, 
Jason doing the odd numbers and John handling 
the even). To be honest, I had some doubts. I 
was wondering how a smooth continuity could 
be achieved with that kind. of arrangement. 
Well, I now have to confess that they're 
doing a WONDERFUL job. The art is clean and 
amazingly well detailed. All the intensity 
and drama are perfectly rendered in the true 
japanimation style. Their style is so 
similar, that I would bet my shirt Eternity 
could pretend the art was done by the same 
artist! 

Except for some rare panels, the 
characters and mechas look perfect. All the 
details, surroundings and backgrounds are 
very imaginative and effective. The overall 
lay-out is simply great. I heard people 
complaining because the series was in black 
and white. I do not agree with them. The way 
Eternity's handling the B&W in this series is 
very satisfying. The gray-wash technique is 
well mastered and efficiently helps to 
increase the atmosphere of the whole conic. 1 
prefer a good grey-wash to a rain of 
exaggerated and sometimes irrelevant colors. 
However there is one point they should take 


note of. I think more attention should be 
given to the covers. In some spot the colors 
seem to faint and sometimes seems even wrong. 
I've just finished reading issue #3 and 
there’s been some improvement. 


Now, having two great artists is not 
always the only ingredient needed to produce 
a GREAT comic. Even though most of the time 
writers stay in the dark, that doesn’t mean 
their job isn’t important. AU CONTRAIRE! 
After seeing Palladium's release of the 
Sentinels' feature and reading all of 
McKinney's novels, I was wondering what kind 
of script they would come up to. I wanted to 
be amazed. Well, I am! The script is simply 
fantastic. From the first to the last page 
they caught my attention. After reading each 
episode, I wish we were one month later to 
read the next adventure. Well guys, you're 
doing a terrific job! Keep up the good work. 
The Sentinels conic is going to make history. 
I'm sure it's going to make new fans discover 
the Robotech universe and help to keep the 
Robotech phenomenon alive for eons of years 
to come... 


Michel Gareau 


JOPLIN, Markalan; LEEKE, Mike; et al. 
Robotech the Hacross saga #31-36. Norristoyn, 
Comico, 1988-89. 26p. 


I will have to be brief this time with 
this Comico review: there was only one series 
still going and unfortunately it is now over. 
I told you last time that issues #29 and #30 
were less appealing than previous ones. 
Fortunately I can't say the same of #31 and 
#32 which are much more in the real Leeke 
style. Issue #33 is average but I must note 
the effect on page 9: Lisa drowning her pain 
very fast. Quite well done! Only one problem 
with this ish: the mix-up of pages 4 and 5. 
Hum, an overworked editor? Good work in 
issues #34 and #35. The small modifications 
to the original script by M. Joplin which I 
found annoying in earlier issues now seem to 
be quite well suited to these adaptations of 
episodes 31-35. Diana Schutz has done a good 
job, I cannot find the exact place where she 
took relay in #35 script. Issue #36 is 
brilliant; the art is very nice and clean, 
pages 22-23 being gorgeous in fact; the 
adaptation by M. Joplin is clever and moving. 
A job very well wrapped up by Comico. Let's 
thank then for four years of hard work. Our 
eyes must now be turned towards Eternity and 
their Sentinels’ comic. Fortunately I'm very 
happy to see that our good friends are doing 
a fine job. Alain Dubreuil 
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T- SHIRT 


YOU'RE A FAN OF ROBOTECH? 
YOU LIKE OUR FANZINE? 


Protoculture Addicts is now offering a 
limited edition of their T-Shirt and Sweat 
Shirt. Printed in black on white fabrics; 
those shirts are machine washable. They are 
available in every size. CET YOUR OW 
PROTOCULTURE ADDICTS SHIRT AS SOON AS 
POSSIBLE! 


TShirt... cece. $11.95 CAN/ $9.95 US 
Sweat Shirt.......s.e.e. $19.95 CAN/$15.95 US 


PLUS $4.00 POSTAGE & HANDLING 
Send check or money-order payable to Michel 
Gareau; please allow 6-8 weeks for delivery. 
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CONTENTS OF f5: 


- Cover by Jean-Pierre Normand 

- LYRICS (2): some songs of Minmei and Lancer 

- UH?! (5): Chronicle of the Odd and Bizarre 
in Robotech! 

- ROBOTECH TRIVIA: check your knowledge... 

- TOP TEN: Mecha; the ten fan favorite mechas 

~ THE ZENTRAEDI WAY (How THEY think) 

- Making the Valkyrie a Reality (2); an 
ARTICLE evaluating the feasibility of 
Veritech construction in our world. 

~ INTERVIEW with Jack Mckinney (the author of 
the novels published by Ballantine 
Books) 

- The World of Robotech (REVIENS) 

~ FANIMANGA (News & reviews on Anime & Manga) 

- New "optional" rules for the ROBOTECH 
ROLE-PLAYING GAME and for MEKTON (the 
anime RPG) 

- LETTERS from fans 

~ FAN ART 

~ AND MUCH MORE! 


OPERATION ABORTED PART IJ: On the launch day of the SDF-1, Lt. Tanaya Ushidan discovered she’s pregnant. She doesn't 
wish to resign from RDF, where she's leader of the Blue Veritech Squadron. She decides to talk it over with 2Lt. Billy Baxter, her lover, but 
they are interrupted by an alien attack. 


"GUESS I?LL HAVE 
WAIT TO TELL You 
BILLY ... 


38 BLUE vi 
\\ PROTECT THE NORTHERN LIMITS # 
5 OF MACROSS CITY. YOURE 


CLEAR FOR TAKE OFF ce 
ze NOW # ra oo er 
e BF sO aa 
WA NY ed HEAD’S UP GUYS #7 
a ee | THIS IS THE REAL THING / 


_—_ 


pve CARE FU 


THIS IS BLUE LEADER: 
BREAK THE FORMATION AND 
\ TAKE EVASIVE ACTION ..- 


es GAReAU C§- G 
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BEING INEXPERIENCED IN DEALING WITH SUCH OVER-WHELMING 
ENNEMIES, THE BLUE SQUADRON IS DECIMATED. 


AN 


Ps ¥ s S . | 
T<A 
TANAYA AND BILLY CAN BARELY KEEP WHAT 
IS LEFT OF THEIR SQUADRON FROM PANICKING 


AND THEN 
TANAYA 1S ALONE ... 
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"THIS 1S BLUE LEADER, ABORT | 
MISSION AND RETURN TO BASE 


A WHILE LATER 


AT 


core hs wee AS cree ceeee 2: = : : es 4 \. Z 
I CAN’T GOON LIKE THIS... 


CAN THE NEED OF 
THE MANY REALLY 
OUTWEIGH THE NEEO ... 


. QOSE YOU TWICE} SLUGS E 0 
WRITER PENCILER—™S y TTERER 

JEAN MICHEL STEPHANE SYLVIE 
CARKRIERES GAREAU GAUTHIER BISSONNETTE 
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MAKING THE VALKYRIE A REALITY 


A short trip through the world of 
aircraft design. 


by Peter B. Halley 


I'n a 4th-year Aerospace Engineering 
najor at Northrop University in Los Angeles. 
During ny senior year in high school, I 
became one of the many fans of ROBOTECH. As 
you might guess, I was fascinated with the 
mecha of the ROBOTECH universe, In 
particular, I fell in love with the Veritech 
fighter, Whenever I was bored with oy 
studies, I would think about how a Veritech 
could be made real. 

At this point, a short detour into 
history is required. One of the major 
Japanese animation fan organizations in the 
United States is JAFA -- Japanese Animation 
Fan Alliance -- recently born from the 
original AAJA. I first joined this 
organization in 1986, and have since become 
an officer and editor of the AAJA Newsletter, 
About a year ago, I told the staff of AAJA 
about my reality-based Veritech idea. They 
were really enthusiastic about it, and 
convinced me that I should write an article 
about it for the AAJA Newsletter. A couple of 
months ago, Alain Dubreuil came to LA for a 
visit, and got a copy of the AAJA Newsletter 
that had the first installment of my article. 
It was a true case of serendipity; here was 
an article that would be PERFECT for his 
newly-created ROBOTECH fanzine! Thus, you 
have in your hands the article you are 
reading. 

One further comment: I am not a 
technical genius. I am merely a guy who has 
spent the past several years trying to find 


kK 


out what makes things tick, especially 
aircraft. What I know so far, I've gotten 
from books and a couple of ay instructors at 
Northrop. Anyone can learn this, 


First off, you need to realize that 
we're limited to Fighter and Guardian modes. 
Battloids (human-shaped robots) just aren't 
possible without a couple of quantum leaps in 
circuit design and gyroscope technology, or a 
way to link the human balance and 
coordination system directly into a machine. 
The wain problem with a battloid is that you 
CANNOT design a two-legged machine that's 
taller than 40 cm and expect it to walk, 
Walking and running are amazing feats of 
balance and coordination. Just because your 
average ape can do these things does not mean 
that our most brilliant engineers can design 
a machine than can fully simulate then. 

Looking at the three-view drawing of our 
reality-based Veritech, few changes are 
visible from a standard F-14) Tomcat fighter, 
Points of interest: 


* Two-man cockpit. Flying and fighting 
in the Veritech is complex enough to warrant 
both a pilot and a radar/veapons systems 
operator. 

* Secondary inlet vents, for operations 
in unimproved areas. They are positioned on 
the upper surface of the inlet housing. These 
come into use to prevent the engines from 
sucking in dirt, birds, etc., and damaging 
the turbines. 

* Canards, These are the "nini-wings" 
just aft of the inlets. They are for pitch 
control in Guardian mode and extra-fine pitch 
control in Fighter mode. 
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* The wings of this plane are rather 
special. They are the production version of 
the experimental — Mission-Adaptive-Wing. 
Currently a U.S. Air Force research project, 
these are wings that warp automatically to 
give the best aerodynamic shape for current 
conditions. Also, these wings are 
approximately 30% lighter than current wings. 


Turning our attention to the cut-away 
view of the Veritech: 


1, Radar; probably next-generation Hughes 
ANG-9 type 
2, Nose landing gear bay 
Closure plate for main inlet 
). Movement actuators and hydraulics for the 
pre-compressor 
. Movement actuators and hydraulics for the 
engine/"leg" 
7, Main landing gear bay 
§. Secondary engines; probably _next- 
generation Adour Mk.861's 
10. Movement actuators and hydraulics for the 
tail assembly 
Il. Main engines: probably next-generation 
Pratt & Whitney PW1130's 
12. Pre-compressor 
13. Secondary inlet vents, open 
14. Weapons/radar officer's cockpit 
15. Pilot's cockpit 


w 
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contains 
Electronic 


Starboard "arm" assembly: 
flares, chaff, and 
CounterMeasures avionics 

B. Port "arm" assembly; contains an 4-61 
cannon with 1000 rounds of 20 m 
ammunition, 


THE REALITY—BASED 
VERITECH 


LENGTH 19.e5 m 


HEIGHT: 4.90 m 
SPAN: 


WINGS EXTENDED 

19.60 m 

SWEPT 

193 

DVERSWEPT CSTORAGED 
8.82 m 
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CUT—AWAY 
LAYOUT OF 
THE VERITECH 


The major problems an engineer must 
consider in designing a combat aircraft 
include: 


* Aerodynanics 

* Fuel volume 

* Powerplants 

* Avionics 

* Structures 

* Control Systems 
* Weapons Systems 


And with this particular aircraft, the 
mechanics of tranformation must also be 
considered. 


* Aerodynamics 
No major changes from the F-14 except 
for the canards. No problem. 

* Fuel volume 
Major problem. The most liberal estimate 
of fuel volume in reality-based Veritech 
is 9.5 cubic meters, as compared to the 
F-14, which has 15.0 cubic meters 
available. This leads directly to... 

* Powerplants 
The fuel volume problem requires that 
the two main engines be 50% more fuel 
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efficient with the same performance as 
today’s engines. This implies next- 
generation engines, say 10-20 years of 
development. The engine I would choose 
would be the descendent of the Pratt & 
Whitney PW1130. 


Also, the Veritech will need two smaller 
engines for forward motion in Guardian mode, 
The engines of choice are two next-genera- 
tion Adour Mk-861 turbofans. 

With the added draw on fuel of the 
Adours, we need engines that are TWICE as 
fuel-efficient as current models. This will 
be possible within 20-30 years. 

I also expect that all four engines will 
be made primarily of ceramics and composite 
materials, which will save a huge amount of 
weight and money, 


* Avionics 
No problem. In 30 years, avionics will 
be twice as compact, survivable, and 
reliable as they are today. One 
probability is that the Heads-Up-Display 
(HUD) will be INSIDE the pilot's helmet 
"instead of projected onto a HUD glass. 
This will greatly increase the pilot's 
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efficiency. 


(Note: a prototype of this system has 

been delivered to the U.S. Air Force by 
McDonnell Douglas; I expect full 
production to begin within five years. ) 

* Structure 
The only major metal parts in the 
veritech will be the engine cowlings, a 
titanium "bathtub" surrounding and 
protecting the cockpit, and the H-61 
cannon, All other airframe and skin 
components will be composites or 
ceramics, 
* Weapons systems 

In addition to being a fighter, the 
Veritech is an attack/ground support 
aircraft. In particular, Guardian 
configuration is a great tank-killer. 
So, in addition to air-to-air missiles 
and the N-61, the Veritech will be 
able to carry rocket pods, bombs, anti- 
Tunway weapons, and air-to-surface 
nissiles. 


(To be continued in next issue]. * 


VERITECH LOG 


"OPTIONAL? IRWILIBS ROBOWECEH 


RANDOM HIT LOCATION TABLES 


In this issue of the Famed VERITECH 
L0G, we decided to agree to a request made by 
many of you dedicated ROBOTECH gamers. In the 
RDF MANUAL, Kevin Siembieda gave us some 
Optional Random hit location tables for most 


more realism and details to the gaming 
sessions, and especially during combat 
sequences. Unfortunately, there wasn’t-- 
until now -- any tables for either Southern 
Cross, The New Generation or even The 


cover those series. This issue will cover the 
Mecha seen in The New Generation. We would 
like to thank William $.H. Kludy for the 
great amount of time .needed to create the 
following Optional Random Hit Location 


Mecha and vehicles of the Macross saga. Sentinels. To correct this situation, we Tables. NG 
Many players and GH seemed to appreciate a decided to print in P.A, #4 and subsequent 
lot those tables. Indeed it helps to give issues, all the optional tables needed to 

CYCLONE (Motorcycle) : Front : Back : Side : Top: Bottom : 
Headlight/GR-103 (Main Body) 01-12 01-15 01-21 01-02 
Front Tire (Main Body) 13-21 16-22 22-23 03-15 
Rear Tire (Main Body) 01-21 23-32 24-25 16-28 
Storage Box (Main Body) 22-24 22-41 33-40 26-35 29-31 
Rocket Thrusters (Main Bady) 25 42-59 41-44 36-37 32-40 
Main Body (Driver) 26-51 60-67 45-61 38-59 41-71 
Driver (Main Body) 52-77 87-88 90-92 93-94 82-87 
GR-97/Cads-1/Forearm Shields 

(Front Tire) 78-82 87-88 90-92 93-94 82-97 
Sidecar* (Main Body) 83-94 89-97 93-98 95-98 88-94 
EP-37/EP-40/RL-6* 

(Front Tire) 95-00 98-00 99-00 99-00 95-00 
*If you don“t have it, roll again. 

CYCLONE (Battloid) : Front : Back : Side : Top: Bottom : 
Tires (Main Body) 01-07 01-12 01-14 01-08 01-10 
Rocket Thrusters (Main Body) 13-30 15-23 09-20 11-20 
Legs (Pilot) 08-28 31-50 24-42 21-24 21-65 
Forearm Shields (Body Armor) 29-39 51-52 43-55 25-41 66-76 
GR-103 (Main Body) 40-56 56-60 42-74 77-78 
Head (Main Body) 57-67 53-57 61-63 75-83 
Main Body (Body Armor) 68-94 78-98 64-95 84-94 70-96 
EP-37/EP-40/RL-6* 

(Forearm Shields) 95-00 99-00 96-00 95-00 97-00 


*If you don’t have it roll again 
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Front : Back : Side : Top : Bottom : 


ALPHA (Fighter Mode) 
(VAF Series, Shadow, VF-1V) 
Head (Main Body) 01-04 01-02 01-04 01-08 
Forearms/Missile Pods (Hands) 06-20 03-19 05-19 01-12 09-10 
Shoulder Missile Pods 


(Main Body) 21-34 20-22 20-34 13-24 
Upper Legs (Main Body) 35-47 23-24 35-42 11-30 
Lower Legs/Thrusters/Missile 

Pods (Upper Legs) 48-51 25-50 43-55 31-50 
Wings (Shoulders) 53-54 51-53 56-57 26-48 51-69 
Tails (Forearms) 55-60 54-59 58-63 48-50 70-71 
Main Body (Pilots Comp.) 61-75 60-80 64-79 51-74 72-92 
Pilot Comp. (Main Body) 76-90 81-92 80-94 75-92 93-00 
GU-XX/EU-13/EU-12 (Main Body) 91-95 93-96 92-97 
GR-12* (Main Body) 96-00 97-00 98-00 93-00 


*Shadow Fighter only. 


ALPHA (Guardian Mode) : Front : Back : Side Bottom : 
(VAF Series, Shadow, VF-1V) 


Head Sensor Unit (Main Body) 01-12 01-08 01-09 01-11 
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Head (Main Body) 09-12 10-13 01-08 
Hands (Arms) 13-19 13-15 14-18 12-15 09-13 
Forearm Missile Pods 

(Shoulder) 20-27 16-22 19-26 16-24 14-27 
Shoulder Missile Pods 

(Main Body) 28-36 23-30 27-34 25-32 28-32 
Upper Legs (Main Body) 37-40 31-40 35-37 33-39 
Lower Legs/Thrusters/Missile 

Pods (Upper Legs) 41-57 41-57 38-56 33-37 40-70 
Wings (Main Body) 58 58 57-63 38 71 
Main Body (Pilot Comp.) 59-72 59-75 64-70 39-64 72-89 
Pilot Comp. ‘(Main Body) 73-86 76-87 71-85 65-86 90-97 
GU-XX/EU-12/EU-13 (Hands) 87-89 88-89 86-91 87-88 98-00 
GR-12* (Main Body) 90-00 90-00 92-00 89-00 


*Shadow Fighter only. 


ALPHA (Battloid Mode) : Front Bottom : 
(VAF Series, Shadow, VF-1V) 


Head Sensor Unit (Main Body) 01-06 01-05 01-03 01-11 
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Head (Main Body) 07-12 06-11 04-09 12-23 
Hands (Forearm) 13-16 12-13 10-12 24-25 01-05 
Forearm Missile Pods 

(Shoulder) 17-27 14-26 13-30 26-31 06-15 
Shoulder Missile Pods 

(Main Body) 28-34 27-34 31-43 32-41 16-21 
Upper Legs (Main Body) 35-42 35-40 44-50 42-44 22-30 
Lower Legs/Thruster/Missile 

Pods (Upper Legs) 43-55 41-53 51-60 45-49 31-68 
Wings (Main Body) 56-57 56-71 61-62 50-51 69 
Main Body (Pilot Comp.) 58-89 72-85 63-89 52-89 70-89 
Pilot Comp. (Main Body) 86-91 90-93 90-91 90-94 
GU-XX/EU-12/EU-13 (Hands) 90-94 92-94 94-97 92-95 95-00 
GR-12* (Main Body) 95-00 95-00 98-00 96-00 


*Shadow Fighter only. 
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BETA (Fighter Mode) : Front : Back : Side : Top  : Bottom : 


Sensor Head (Pilot Comp.) 01-04 01-09 01-09 01-09 
Shoulder (Main Body) 05-27 01-07 10-26 10-25 10-16 
Forearms (Upper Arms) 28-35 08-19 27-51 26-37 17-27 
Top Missile Racks (Main Body) 36-38 20-24 52-53 38-40 
Upper Legs (Main Body) 39-56 25-37 54-69 41-50 28-35 
Lower Legs (Main Body) 57-65 38-46 70-85 36-44 
Wings (Forearms) 66-67 47-48 86 51-76 45-73 
Bomb Bay (Main Body) 74-82 
Rear Jet Thrusters 
(Lower Legs) 49-77 
Rocket Thruster (Main Body) 78-89 87-90 77-79 83-87 
Main Body (Pilot Comp.) 68-94 90-00 91-00 80-00 88-00 
GU-XX (Main Body) 95-00 
BETA (Guardian Mode) : Front : Back : Side : Top : Bottom : 
Sensor Head (Pilot Comp.) 01-04 01-09 01-09 01-09 
Shoulder (Main Body) 05-19 01-04 10-24 10-28 10-19 
Forearms (Upper Arms) 20-26 05-21 25-36 29-42 20-33 
Top Missile Racks 
(Main Body) 27-28 22-27 37-38 43-47 
Upper Legs (Main Body) 29-35 28-42 39-53 34-37 
Lower Legs (Upper Legs) 36-56 43-67 54-73 38-47 
Wings (Forearms) 57-58 68-69 74-75 48-73 48-70 
Rear Jet Thrusters 
(Lower Legs) 71-86 
Rocket Thruster (Main Body) 70-75 76-81 74-79 87-89 
Main Body (Pilot Comp.) 59-94 76-00 82-00 80-00 90-00 
GU-XX (Main Body) 95-00 
BETA (Battloid Mode) : Front : ‘Back : Side : Top_ : Bottom : 
Shoulders (Main Body) 01-15 01-15 01-11 01-31 01-11 
Forearms (Upper Arms) 16-38 16-38 12-40 23-47 12-29 
Upper Arms (Shoulders) 39-44 39-44 41-43 48-55 30-34 
Top Missile Racks 
(Main Body) 45-49 45-49 44-46 56-62 35-36 
Upper Legs (Main Body) 50-56 50-56 47-51 63-65 37-42 
Lower Legs (Upper Legs) 57-77 57-77 52-75 66-71 43-55 
Wings (Forearms) 78-81 78-81 76-80 72-73 56-59 
Rear Jet Thrusters 
(Lower Legs) 60-81 
Rocket Thruster (Main Body) 82-87 81-84 74-79 82-86 
Main Body (Pilot Comp.) 82-95 88-95 85-97 80-97 87-94 
Hands (Forearms) 96-00 96-00 98-00 98-00 95-00 
ALPHA & BETA COMBINATION : Front : Back : Side : Top : Bottom ;: 
Alpha Fighter* 01-64# 01-40# 01-40# 01-40# 
Beta Fighter* 65-00$ 01-00 41-00$ 41-00$ 41-00$ 


*Goto appropriate chart 
#Exclude tail on chart 
$Exclude sensor head & GU-XX on chart 
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FANIMANGA 


PROJECT "A" KO 

Project "A" Ko, 1986, 83 min. Prod.: 
Kazufumi Nomura, Dir.: Katahiko Nishi jima, 
Character  design/animation dir.: Yuji 
Moriyama. QR: MM. 


Have you ever noticed that when someone 
talks about anime in most established popular 
nedia published in North America they, almost 
always yammer on about serious anime, and/or 
anime that involve mecha? When I say 
"serious" anime, I don't mean grin, 
post-nuclear-holocaust, never-crack-a-smile 
anime; I mean when the central plot is 
straightforward, involves serious situations 
(war, usually), and a logical sequence of 
events. For instance, Robotech, Megazone 23, 
and Mobile Suit Gundam could be considered 
serious anime. 

But what about comedy? From what you 
hear from some of these magazines, nobody in 
Japan ever lightens up with some animated 
silliness, like we do with Warner Brothers 
cartoons. Everything is apparently a major 
drama or epic, 

No country produces entertainment of 
only one genre; the United States does not 
only produce action films, England does not 
only produce spy thrillers. Logically, Japan 
should be producing something that is 
different from what we perceive as the 
"usual" mecha-centered show, something we're 
not hearing about. 

Fortunately, they do so. A lot: Dragon 
Balls, Urusei Yatsura, Prefectural High 
School Earth Defense Force, the made- 
for-North-America Mighty Orbots and Galaxy 
High... the list goes on. Rest assured, 
there is a considerable amount of anime that 
are just plain wacky, and don't hesitate to 
poke fun at people, other anime, and 
society's conventions, just like our "funny- 
animal" (Mighty Mouse, Looney Tunes, Yogi 
Bear, etc.) cartoons did. And they do not 
necessarily have mecha as co-stars. In the 
name of equal representation, I present to 
you a review of the anime known as Project 
"A" ko, one of the funniest and most 


nenorable anime I've ever seen. 

Put simply, Project "A" ko is in no way 
whatsoever serious. Be honest, now; tell me 
you could be serious with a cast like this: 
Magami A-ko, who is the daughter of none 
other than Superman and Wonder Woman (!); 
Daitokuji B-ko, a rich, attractive, girl 
genius; Kotobuki C-ko, an appallingly cute 
1]-year-old alien princess, who is unaware of 
her extraterrestial nature; D, a member of 
(-ko's race, sent to Earth to bring her back. 
(As an incidental note, "ko" in this context 
means “child".) 

The story starts with C-ko's arriving on 
Earth quite accidentally ("quite accidental - 
ly" meaning her arrival resulted in the utter 
destruction of a city). After some excellent 
theme music, we see the city seventeen years 
later, rebuilt inside the crater of C-ko's 
landing. A-ko and C-ko have transferred to a 
new school (a girls’ school of course - did I 
mention that 99% of the cast is female?), and 
are in the same class as B-ko. After this, 
the movie falls into a cycle for a while, a 
cycle which increases in hilarity as it 
continues: A-ko realizes that they're late 
for school, and running/leaping at full 
speed, (-ko in tow, plows right through D, 
who is attempting to confirm C-ko’s identity. 
A-ko and (C-ko then encounter B-ko at the 
school gate, and B-ko challenges A-ko to a 
fight, the prize being C-ko. It turns out 
that B-ko, for some reason, is in love with 
C-ko! Why, I cannot figure out; C-ko is so 
dispustingly cute! (I would much rather 
prefer A-ko, but they didn’t ask ay 
opinion...) B-ko rarely gets into the fight 
herself; instead, she directs one of her 
numerous minions to do the deed, usually 
piloting some incredible new mecha B-ko 
designed and somehow built the night before. 
A-ko then vanquishes the mecha, and asa 
consequence of the delay, is late for class, 
which gets her in trouble. 

Meanwhile, in space, Captain 
Napolipolita (a female parody of Captain 
Harlock), commander of a fleet manned 
(wonmaned?) by C-ko's race has smashed 
Earth's defenses as they approach the planet, 
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as D has confirmed that C-ko is the princess. 

On Earth, B-ko has tired of A-ko 
constantly trashing her creations, and A-ko 
has tired of B-ko always making her late for 
class. 

"B-Ko" she seethes. “Now I'm late for 
school again on account of you! What are you 
going to do about that?" A-ko furiously 
trashes B-ko's four new attack mecha 
(violating many laws of physics in the 
process), and B-ko decides that the kid 
gloves are off -- with her extremely sexy and 
heavily armed Akagiyama 23 body armor, she 
takes A-ko on, one-on-one, and between the 
two of them, they manage to rip up most of 
the school . 

By this time, the alien fleet is in 
Earth's atmosphere; the city is in a panic, 
Earth's defense forces is going crazy trying 
to even puta dent in the aliens, and A-ko 
and B-ko are fighting each other in the midst 
of it all, destroying parts of the city, 
barely noticing the tanks and alien mecha. 
When C-ko is "kidnapped" by D, they decide to 
form a temporary truce, which abruptly 
dissolves as they approach the alien cruiser. 
As B-ko recovers C-ko, A-ko is elsewhere on 
the ship, causing mayhem. They recover C-ko, 
and manage to get the ship blown up. 

This is, of course, an insanely 
ridiculous film, just going by the 
situations, the jokes being made, and the 
incredible caricatures (eyes expanding as the 
pupils become tiny pinpoints, etc.) Even the 
sound effects are silly. But there's more to 
it than that. Project A-ko is laden with 
in-jokes and references to other anime and 
other characters. Creamy Mami is the school- 
teacher; as I mentioned earlier, the Captain 
is a takeoff of Captain Harlock (and an 
alcoholic); the Captain's ship’s bow is none 
other than the Arcadia. The list goes on, 
including references to Hokuto no Ken, 
Harmaggedon, and Lupin III. 

Currently, there are two sequels to 
Project A-ko, although they are reputed to 
not be quite as funny as the first. At the 
very least, Project A-ko is a must for your 
anine collection. Enru Townsend 


JAPAN'S PREMIER ANIMATOR 
DIES AT ACE 60 


Dr. Osam Tezuka, the "Walt Disney of 
Japan" died of gastric cancer on February 9*P 
in Tokyo at the age of 60. Tezuka is best 
known in North America for the translation of 
his IV series such as ASTRO BOY (“Le petit 
Astro") and KINBA THE WHITE LION ("Le roi 
Leo"), both of which have been seen in over 
20 countries. 

Osamu Tezuka was known in Japan as manga 
no kamisana ("god of conics") for his leading 
tole in developing the postwar Japanese 
comics and television animation industries. 
Tezuka’s feature films have enjoyed 
considerable success since 1957, when a 
fledgling Toei Animation Ltd. based ALAKAZAN 
THE GREAT on his Monkey Prince comic. His 
award-winning short experimental filns 
brought him international artistic acclaia, 
Tezuka’s experimental film JUMPING (1984) and 
BROKEN DOWN FILN (1985) swept the 
International Animation Film Festival in 
Zagreb, Yugoslavia and Hiroshima, Japan. He 
had been doing experimental animation as 
early as 1962, with STORY OF A STREET CORNER. 

Dr. Tezuka's birth was originally 
reported as being in Taisho 25 (1926). He was 
actually born in Showa 3 (1928), making him 
18 when, in 1945, he debuted. His first debut 
work was NACHAY NO NIKKICHO (Ma-Chan’s 
Diary). 

later in that year, a newspaper 
serialized his NEW TREASURE ISLAND, which set 
the comics industry on its ear, The following 
year NEW TREASURE ISIAND was reprinted in 
book form which sold an amazing 400,000 
copies despite the postwar paper shortage. 

In 1951, his comic TETSUWAN ATOM (Astro 
Boy) became an instant hit, offering hopes 
and dreams of a peaceful future of science 
and technology to a people tired of the 
horror and devastation of war. World peace 
and technologic advancement were always 
strong themes in Tezuka’s works. Even Atomu, 
his most popular character, an atomic-powered 
robot boy, argued for peaceful use of atomic 
power ("TETSUWAY ATOMU" translates as "The 
Mighty Aton"). 

ATOMU proved so popular that in 1963, he 
became the star and namesake of the first 


(Photo: Tom Miller) 


animated TV series produced in Japan. 
Tezuka's studio, Mushi PRo (which he formed 
after leaving Toei Animation in 1962) 
animated the series, which pionered virtually 
every technique employed by Japanese 
animation. 

ATOMU was almost immediately translated 
into a dozen languages and played in more 
than 20 countries, making Atom one of the 
world's most recognizable pop media stars, 

Soon after ATOMU's sucess, Tezuka 
entered into a co-production with NBC to co- 
produce a series for American TV. JUNGER) 
TAITEI (Jungle Emperor) was released in color 
as KIMBA THE WHITE LION. KIMBA struggled with 
the mature themes of leadership, loyalty, 
responsability, and first love, reflecting 
Tezuka's refusal to “talk down to the 
kiddies." A sequel series was produced (with 
an adult Kiba), which was eventually dubbed 
in the early 80's. 

In the late 1970's Tezuka formed Tezuka 
Productions Ltd., which in 1980 released a 
new color ATONU TV series, and the feature 
film, HINO TORI 2772 (Fire Bird 2772), which 
set new standards by which to compare 
anination. This Science-Fiction film's story 
involves man's quest for immortality 
(represented by the Pheonix) set in the final 
stages of Earth's history. It was taken from 
a chapter of Tezuka’s masterpiece, HINO TORI, 

HINO TORI deserves special mention: this 
comic was Tezuka's life's work. It tells the 
story of mankind, from the earliest civiliza- 
tion to the far future, The consistant thread 
is the Firebird itself, in all its manifesta- 
tions. The Pheonix represents power, life and 
fire; many characters are driven by the hope 
of gaining immortality from the divine 
Firebird's blood. 
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Osamu Tezuka left his stamp indelibly on 
the aesthetics of comics and animation. His 
pioneering opened the way for his contempora- 
ries and followers to wider audiences and 
mediums. For a great while, most new comic 
artists and animators in the 1960's based 
their styles on Tezuka’s. Now, with 
increasing numbers of North American 
animators and comic artists’ styles being 
influenced by their Japanese counterparts, 
the influence has come full circle; for 
Tezuka's own influences were American. 

As a child Tezuka grew up watching films 
of Fleischer and Disney animation. He said, 
"My career as an animator began when, at the 
age of four, I copied a picture of Popeye." 
Tezuka grew up drawing in school and persued 
a medical education. After his graduation 
from Osaka U. in 1946, he took the daring 
step of entering the field of cartooning 
instead of pursuing a secure medical career. 

During his life, Dr. Tezuka was an 
increadibly prolific comic artist, producing 
hundreds of different comic novels on 
subjects ranging from science-fiction, to 
occult, biography and the life of a maverick 
surgeon, His pioneering helped legitimize 
animation as a media form and his stylization 
set the pattern for decades to come. 

Dr. Tezuka suffered from gastric cancer. 
Three quarters of his stomach was removed 
during hospitalization last March-May, Tezuka 
relapsed in October upon returning from an 
animation festival in Shanghai. He went into 
surgery on Novenber S**, his weight had 
dropped from 70kg to 40 kg. This remarkable 
gan continued working until January 25°", on 
three more animated features and finished 100 
pages of a treatment for a musical version of 
HINO TORI, plus 200 pages of a new comic, NED 
FAST, which will be published posthumously. 

Tezuka is survived by his wife, Etsuko, 
and three children including his son Makoto, 
who is a well-known movie director. 


Robert Fenelon 


Harmony Gold U.S.A. does not verify any 
of the facts contained in this tribute, but 
will strongly agree that Dr. Osamu Tezuka 
wade a significant contribution to the world 
of animation and will be surely missed. 


NEWS & REVIEWS 


BALLANTINE 


The sequel of Robotech II: The 
Sentinels, actually known as "The Odysey", 
will be published by Ballantine Books in the 
spring of 1990. Jack McKinney is working on 
this 18°" book of Robotech, from which the 
final title is still to be determined; this 
story will tie up some of the plot lines that 
have evolved in the past’ books. Don't miss 
the next issue of P.A. where we will have an 
interview with the author (Info: Ballantine). 

(JP 


ROBOTECH BCH 
PERFECT COLLECTION 


US Rendition will release this spring a 
new version of the Robotech BGN on cassettes 
and CDs with new soundtracks. The CD will 
come with a small booklet and will include 
Look up, To be in Love, This is ny time to be 
a star, extended version and Lancer's version 
of We will win. The Sentinels meddley will be 
on a single track. The CD will be sold at 
16.959US. If it sells well a BOM 2 will be 
produced. (Info: US Rendition). CJP 


PALLADIUM BOOKS 


A new Robotech RPG Book has been 
released in mid-March. The REF Field Guide 
contains much useful informations about body 
armor, Cyclone, Gallant H-90, Holo-Pendant, 
REF Veritech, REF Destroids, the RAT-1 
Pegasus, MTA-Titan, the typical REF bases 
(with floor plans), factory floor plans and 
robots, some adventures, random encounter 
tables, skill modifications and more. Very 
interesting. About 140 pages, 14. 95$US. 

The Return of the Nasters is another 
adventure module for the Robotech RPG to be 
released in April or May. A group of renegade 
Robotech Masters and Zentraedi are hiding in 
the jungle of Vietnam/Cambodgia. They have a 
secret base and repair a Salan Scout. Their 
poal: to rendezvous with a "super" Robotech 
Factory. The book will include factory floor 


plans and moon base. The story is set in the 
Invid Invasion time frame. About 72 pages, 
9, 95$US. 

The Robotech II: The Sentinels Video Box 
is now in full color. The painting is by 
Kevin Long. The video tape is unchanged and 
sells for 24.95$US (shipping included). 


(Info: Palladium Books). CJP 
P.A. ON TOUR 
Some members of the Protoculture 


Addicts’ staff will be at the Second Annual 
Capital City Sales Conference in Madison, WI 
between the 2nd and the Sth of April. We will 
be also at the 1989 San Diego Comic-Con 
between the 3rd and the 6th of August. See 
you there, maybe! CJP 


TOP TEN OVA 


The top-selling animated videos in Japan 
(estimated from the sales of the biggest 
store in Hiroshima) are: 1) Mobile Cop, 
Pat labor (digest), 2) Akira (the making of), 
3) Mobile Cop Patlabor #3, 4) BubbleCun 
Crisis #4, 5) Ten Little-Gal Forces, 6) Red 
Light Bullet, Jirion: Emi Penguin's Dairy, 1) 
Iden (compiled version), 8) Lum * Urusei 
Yatsura: See you Again, 9) Vampire Princess, 
Niyu #1 and 10) Red Light Bullet, Jirion: 
Burning Night. (Info: Viz-In #5). CJP 


NEW OVA 


New Japanese OVA soon to be marketed or 
already out are “Dragon Century", a semi- 
futuristic supernatural thriller, the new. 
"Crusher Joe" series scheduled for 1989, 
"Akira" a 124 minute video from the conic, 
"Dangaioh 2" the sequel to the 45 minute OVA 
sensation of this year, "Son Kokushi" or "The 
History of Three Country" an ancient history 
between China, Korea and Japan, "Utsu No 
Miko" (Space Miko) another Space Alien meets 
Japanese mythology, "Five Star Stories" a 
prequel to L-Caim, "Venus Wars Chronicle" a 
space age motorcycle vs. tank war by Yusuhiku 
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Yoshikazu, “Top wo Warae! bunbuster" episode 
3 and 4, "Yo To Den 3" the final part in the 
Yo To Den series, "Vampire Girl Miyu" episode 
2 Feast of Manipulation, "Project Zeomyer" 
another robot OVA, Heinlein's "Starship 
Troopers" vol. 1 and 2, "Salamander" vol. 3, 
"Violence Jack" (which looks good, but I have 
no idea what it is about), "Yoroi Den: 
Samurai Troopers" TV series first 5 episodes 
edited together, "Saint Seiya" the second 
movie from this TV series, "Space Family 
Carubinson" a weird OVA, "Urusei Yatsura: 
Beware ofthe Sherbert, Fiance ofthe Sands!", 
"Fighting Target ‘Zillion: —Songstress 
Nocturne", "Armored Hunter Marrow Link", 
"Gall Force 4: Rhea Gall Force". (Info: 
Donovan Barrett), 


CRIME IS EVERYWHERE 


The house of Ben Dunn, the well known 
fan and artist from San Antonio, had been 
robbed last January. Several valuable toys, 
BGM, hundreds of japanimation tapes and two 
VCR have been stolen. If you have any 
information about this burglary (there is a 
$500 reward) or if you want an itemized list 
of things stolen to help for their recovery, 
you can write to Ben Dunn, P.0. Box 290221, 
San Antonio, TX 78280-1621. It seems that the 
burglary is the doing of a specialist, surely 
a fan, and that is a real pity. Even the 
fandon is not safe from that kind of 
miserable behavior! (Info: Celluloid 
Diversion #5.2) CJP 


ANIME STUFF HACAZINE 


Some news about Anime Stuff. But first, 
let the editor, Tom Mitchell (CompuServe 
75156,1067), talk about his compuzine: 
"Actually, being an electronic publication, 
our staff is based in Ohio, New York and 
California. Anime Stuff is a newsletter put 
together by some members of the CompuServe 
Anime Fan group. We have members from all 
over the US and Japan, and even members who 
work in Japanese animation industry. Several 


neabers of our group also work in Animag here 
in the US. Our group meets on CompuServe's 
Comic Book & Animation Forum where ve 
maintain an anime oriented message base, and 
a large graphics and texts library on anime. 
We have now become the largest group of it's 
kind in the world, and have been written 
about several times in Animage magazine in 
Japan, We also have a weekly conference on 
CompuServe that your readers may attend via 
computer. The weekly anime conference takes 
place every Sunday night at 9PM EDT. It's 
pretty informal, and we have a lot of fun 
chatting about the latest in Japanese 
animation and related topics". Unfortunately, 
Anine Stuff is available only via CompuServe, 
USENET and several local anime oriented BBSs. 
NO printed version available. But don't worry 
if you're not a netrumner, Protoculture 
Addicts will probably reprint in the future 
the most interesting reviews and articles of 
currents AnineStuff. 
I an ayself just a low level cyberpunk, 
but a friend of mine captured issues #7 
(07/88), #8 (09/88). There are new members in 
the staff, some graphic pages in GIF files 
and very interesting stuff about anine: 
reviews of video, soundtrack, books, 
magazines, uodel kits and some news flash. 
CJP 


ANIMAWGA NUZOU 


An other  japanimation newsletter on 
Computer Bulletin Board System (BBS), 
Animanga Nuzu (anime-manga news), deserve 
also our interest. Based in the New York 
area, this compuzine is made of short 
articles and news, Issue #1 (c. 04/88) 
contains: "Dangaioh - Plot Summary" by Masaki 
Takai, "Summary of the Last Two Part Episode 
of Kimagure Orange Road" by Hitoshi Doi, 
"Underlying Homosexuality in Megazone 23- 
Part II" by Jack Szwergold, "A Look Into the 
Animation Industry in Japan (Part 1)" by 
Macross, and some reviews of books, anime and 
soundtrack. Issue #2 (05/88) contains: "The 
Dirty Pair -- "Russian Roulette" lyrics" by 
L. & A. Yasuda, "Anime character measure- 
nents" by M. C. Ling, "Saint Seiya Episodes 
Guide" by D. Van Cleef, "OVA new releases 
list™ by Masaki Takai, "List of Anime 


Retailers" by ). Holman, "Book Report: BayCon 
Guide '87" by D. Holman, "Mini-reviews" by B. 
Cirulnik and a list of anime BBSs by M. C. 
Ling. Very interesting. Animanga Nuzu can be 
found on Silent Running: The anime BBS, 
Palace ST, Electric Holt!, Tobikinet and 
CompuServe, 

CJ 


ro 


LAPUTA 


An English-language version of Lapita, a 
novie of Hayao Miyazaki based on an idea from 
Swift’s "Gulliver's Travels", will be 
distributed in the USA. The translation was 
done by the Japanese for the Hong Kong 
natket. This version is integral which is 
very rare for english translation of Japanese 
Anination. Since Tokuma Shoten has an office 
in Los Angeles, they negociated rights for 
Anerican distribution with Streamline 
Pictures. Lapiita will be released in US 
theater this spring: it premieres in the Roxy 
Theatre of Philadelphia (March 24-30) and in 
the Music Box.Theatre of Chicago (April 19- 
22). Streamline Pictures do not intend stop 
with this premier and have many projects. A 
poster of Laputa is also available, send 
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Streamline Pictures. 


Lapita. (c) Nibariki/Tokuma Shoten Publishing Co., Ltd. 


10$US to Streamline Pictures, P.0. Box 
691418, West Hollywood, CA 90069. (Info: 


Animag 5 and Streamline Pictures). CJP 
OTHER ANIME BBS 
ANTMAG BBS = (415) 341-5986 CA 
ELECTRIC HOLT (215) 387-4326 PA 
PALACE ST (212) 219-3896 W 
SILENT RUNNING (718) 526-5395 W 
TOMOBIKI-NET (313) 884-0418 MI 
UNKNOWN KADATH (201) 615-0214 W 
THE FLY BBS = (514) 581-2609 \ 
JUXTAPOSITION (514) 364-2937 QC 


(Info: Animanga Nuzu #2). If you know other 
anime oriented BBS, tell us! JP 


ANIMAG 


Some news about the anime magazine with 
the most professional look (and, 
unfortunately, the less fanish spirit): 
Aninag #4 is still available but it is not 
the case for issue #3 that will not be 
reprinted. Issue #5 is, at last, out. It is a 
gorgeous 50-page first anniversary issue. It 


contains articles on Nobile Suit Gundam: 
Char's Counterattack, Project A-Ko, Venus 
Wars, City Hunter, Zeta Gundam, Japan Inc., 
features on readers’ most popular characters, 
anime news, robot shows, psychommu system in 
Gundam, and an insert's introductory guide to 
Appleseed. Subscription: 184US/2ISCAN for six 
issues, Animag, P.0. Box 23651, Oakland, CA 
94623, USA. (Info: Pacific Rim Publ. Co.). 

CJP 

ANIME-ZINE 


Issue #4 will be released a little late, 
at the end of April or the beginning of May. 
But in the future, the zine will keep a 
regular schedule (quarterly). CJP 


WANGA-LOG 


Here is a list of the most interesting 
manga (or manga-like) to be released in near 
future. Dark Horse: Outlanders #3-5 (Mar, 
Apr, May); Belipse: Appleseed #1.5, 2.1-2.4 
(Mar, Apr, May, Jun), The Adolescent Radio- 
active Black Belt Hamsters Massacre the 
Japanese Invasion #1 (May), Dirty Pair #4 
(Apr), Cyber 7 #1-4 (Mar, Apr, May, Jun); 
Epic (DC): Akira #7-12 (Mar, Apr, May, Jun); 
Eternity: Battle Armor #3 (Mar), Ninja High 
School #10-13 (Mar, Apr, May, Jun), The 
Sentinels #5-8 (Mar, Apr, May, Jun), The 
Sentinels, Wedding Special #1-2 (Apr, May), 
Tiger-X f1-3 (Apr, May, Jun); Viz: Area 88 
#40-43 (Mar, Apr, May, Jun), Fist of the 
North Star #1-3 (Apr, May, Jun), Grey #6-9 
(Mar, Apr, May, Jun), Justy #7-9 (Mar, Apr), 
Nai, the Psychic Girl #l-4 (Mar, May, Jul, 
Sep), Nausicaa #5-8 (Mar, Apr, May, Jun), 
Pineapple Army #8-10 (Mar, Apr). CP 


MANGACTUALITY 


AstroBoy by Ken Steacy and Brian Thomas 
published wonthly by Now Comics has been 
cancelled due to low orders (Info: CBG 796). 

The Venus Wars comic will be translated 
by Studio Proteus later this year. (Info: 
Robert Fenelon). 

Grey (Viz Comics) will end in June with 
the #9. In this book, Grey battles towards 
his destiny and uncovers the truth behind the 
lies upon which his whole world is based. The 


finale is electrifying in its intensity and 
profound in its insight. (Info: Viz comics). 

The Adolescent Radioactive Black Belt 
Hamsters: Massacre the Japanese Invasion 
(Eclipse, #1): The ARBBH are fighting the 
encroaching Japanese comic characters that 
have glutted the market. Very humoristic. 

Akira (Epic, #9-10): Kaneda and Kay must 
find Akira before Tetsuo. They try to stop 
him from reaching the suspended-animation 
chamber but he succeeds to free Akira. 

Appleseed (Eclipse, volume 2, #2-4): New 
covers by Arthur Adams. Deunan and Hitomi 
reveal to be in opposite sides and must 
confront; they will have to choose between 
friendship and loyalty. Deunan springs Hitomi 
from jail and they try together to stop Gaia 
from killing everybody in Olympus. They try 
to reach Gaia's main terminal. 

Cyber 7 (Eclipse, #1-3): This hit story 
in Japan seems very promising; the two 
children of a photo- journalist are chased by 
a rabbit-headed creature. They are revealed 
to come from a world that is the core-reality 
of all adjoining dimensions. Seven powerful 
androids (the Cyber 7) are protecting the 
children but the destruction of Rodan Memo, 
l4-years ago, makes them impossible to 
control. 2$, deluxe, BAW. 

Dirty Pair (Eclipse, #4): Final issue; 
Kei and Yuri assault the moon base of Streib. 
Could they lose a battle? (Info: (BG and 
Eclipse Extra). CJP 
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CRYING FREEMAN 


Viz Comics is considering Crying Freeman 
for a graphic novel. This sexy and violent 
serial manga by Kazuo Koike and Ryoichi 
Ikegami (published by Big Comic: Spirits from 
1986 to 1988) tells the story of a young 
Japanese potter and martial artist 
manipulated by a criminal organisation with 
acupuncture to assassinate their rivals. A 
50-minute OVA was released in Japan last 
Deceuber. (Info: Viz-In #8). CJP 


MANGAZINE 


Mangazine is back after two years of 
absence, with an 80-page special of graphic 
stories. This issue #1 (vol. 2) will include 
“Messerschmitt” by Ben Dunn, "Mechamen" by 
Paul Roche,  "Stickfigureman" by Mike 
Cogliandro, "Mighty Tiny" by Fred Patten & 
Roz Gibson, “Mighty Tiny" by Ben Dunn. 
Published by Antartic Press (Ben Dunn), color 
cover, B&W, 2.50$US. For mature readers. 
Issue #2 will have 48-52 pages, 1.75$0S. 
Nangazine will be published five times a year 
and is searching for submissions of new 
material. (Info: CBG 798). CJP 


AKIRA 


Katsuhiro Otowo has begun last November 
to publish the final chapter of his Akira in 
the Japanese Young Nagazine. (Info: Viz-In 
#8). CP 


MAL: THE GRAPHIC NOVEL 


Nai, The Psychic Girl by Kazuya Kudo and 
Ryoichi Ikegami is being reissued by Viz 
Conics as a deluxe large-size format graphic 
novel (8" X 6") in four volumes. It will have 
soft cover with illustrated dusk jackets, new 
covers, pages that had been edited or cut in 
the previous version (by Viz and Eclipse), 
and 260-90 pages per volume. The first volume 
will also feature an introduction by the 
author and an interview with the artist. To 
be released in March, May, July and September 
1989. BOW. 16,95$US/24.25§CAN. (Info: Viz 


Conics) CJP 


The FEnchle 


WAI, THE MOVIE OPTION 
Viz Comics and Larry Wilson (Beetle jui- 
ce) are negociating the signing of an option 
contract for the movie rights on Nai. The 
live-action film will be co-produced by 
Walter Hill (Alien) and Carolco Co. (Rambo). 
The sounstrack will be made by Ron and Russel 
Mael (ofthe band Sparks). it will be a very 
high-tech and extravagant movie with a lot of 
special effects but the human side of the 
character will not be neglected. (Info: Viz 
Comics) CJP 


LUM 


The manga LumVrusei Yatsura will be 
teleased (at last!) in May 1989 by Viz 
Comics. This very popular manga by Rumiko 
Takahashi (she is also known for Maison 
Tkkoku, Ranma 1/2, and One-Pound Gospel) is 
truly humorous, presents —_excentric 
characters, unusual story lines and is based 
on Japanese folklore and contemporary life. 
The first issue contains two separate 
episodes: "A good Catch" and "Poor Little 
Devil’. It will be produced in a deluxe, 48- 
page squarebound format. Translation by 
Satoru Fujii and Gerard Jones, lettering and 
touchup art by Lea Hernandez. 8 installments 
of complete episodes introducing different 
characters. B&W. 2.95$US/4.00SCAN, (Info: Viz 
Comics). CIP 


ICZER 3 


Iezer 3 is what the Japanese call a 
"Cassette Book" (a portable radio component 
comics). It is an audio cassette with an 
audio-dramatisation also called OAA (Original 
Audio-Anine), 55 minutes. (Info: Yoshiyoki 
Itoh). 


STREAMLINE PICTURES 


Until recently, the few Japanese 
features released in America have been 
stripped of adult references and toned down 
for younger audiences. Thanks to STEAMLINE 
PICTURES all that is about to change. 
Strealine pictures was formed to bring the 
entertaining, provocative and colorful world 
of Japanese fantasy animation to a pre-sold 
and waiting audience of American moviegoers, 
The films released by Streamline Pictures 
will be uncut, faithfully dubbed and 
carefully marketed to an audience interested 
in seeing high-quality feature-length 
animated films incorporating the latest in 
state-of-the-art production techniques. 

Streamline Pictures will distribute only 
the best features produced in Japan over the 
last ten years. The bottom line for 
Strealine's films is that they are all 
quality productions which are action-packed, 
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artistically produced and have commercial 
potential . 

Current plans call for Streamline 


Pictures to release at least four titles in 
1989. The first film, Hayao Miyazaki's 
lapita, Castle in the Sky, is an exciting 
tale of a young girl, the lost princess of a 
nysterious floating city, who is chased by 
sky pirates, ancient robot sentinels and 
enemy agents, 

Streamline will be announcing future 
release shortly. Slated for release is 
Twilight of the Cockroaches, a black comedy 
which skillfully combines live action and 
animation in a film best described as "Roger 
Rabbit written by Franz Kafka". (From a press 
release of Streamline Pictures). 


FEEDBACK 


In our issue #2, we asked our readers 
for some feedback. In order to know better 
the taste of the fans, we put those 
questions: 


- Your age 

- Your sex 

- Your occupation 

- Where do you live (state or province and 
city) 

- Which section did you prefer in P.A.? 

- What did you like least in P.A.? 

- What kind of new articles would you like 
to read in P.A.? 

- What can you suggest to improve the 
fanzine? 

- Are you a Robotech fan or a japanimation 
fan in general? 

- Would you be interested in contributing 
to P.A.? 
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Less than 10£ of our readers sent us 
responses. C'mon puys/gals, you can do 
better. It's YOUR FANzine: how can we do what 
you want if you don't tell us? We are still 
waiting for answers but for now, there are 
the results: 


1- Average age: 19.24; Age groups: 11-14 
(20%), 15-17 (23.3%), 18-20 (26.62), 21- 
D4 (10%), 25+ (16.6%); min: 12, max.: 
38. 

2- Male: 90%, Female: 102. 

3- Students (66.6%), Professionals (10%), 
others (23.32). 

4- Canadians: 33.34 (from Ontario: 40%, 
British Colombia: 202, Western 
Provinces: 10%, Eastern Provinces: 20%), 
Americans: 66.6.4 (Southwest states: 
45%, Middlewest: 52, South: 5%, Great 
lakes: 30%, New England: 15%). 


But the localisation of our subscribers 
gives a more realistic distribution of our 
readers: Canadians: 16.6% (BC: 26.6%, West: 
12,32, ON.: 35.4%, Qc.: 12.3%, Bast: 6.28), 
Americans: 83.4% (NW: 2.5%, SW: 29.8%, MW: 
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12.3%, $: 13.5%, GL: 17.8%, NE: 24.28). 


5- The prefered sections are, in order: 
Micronian Daily, Uh?!, The Robotech 
World, Trivia, Veritech Log, Top Ten, 
Interviews, Japanimations & Manga, 
Letters, Fan Art, Editorial, Short 
Stories, the Zentraedi Way. 

6- Some disliked The Veritech Log (maybe they 
were not players), or Trivia, Uh?!, Top 
Ten, Fan Art (some with less fanish 
interest), and some real Techies said 
they don't care about japanimation. But 
most said that all was fine in the 
fanzine. 

]- Many suggestions were made, here are some 
of them: detailed profiles of Robotech 
Characters, more info on anime, the 
making of Robotech, articles on the 
original series (Macross, Southern 
Cross, Mospeada), interview with Jack 
McKinney on The Odyssey, how to become 
animator or publish artwork, etc. Many 
of those are already planned for future 
issues. 

8- Some ask for more color but for now we 
can’t afford that. Others want english 
translation for all french texts: let's 
remeber that we accept articles in any 
language (that can be printed with 
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available fonts) and we intend to print 
then in their original form with, of 
course, a small english abstract, But we 
have no space to translate the letters. 
This reflects the fact that P.A. wants 
to be as universal as its subjects: 
Robotech and anime. You must be open to 
other cultures and languages: try to 
read those texts. It isn't so difficult. 
Anyway, there are very few texts in 
french... Many ask us to become bi- 
monthly. We can't afford that for now 
(matter of time needed for preparing an 
issue) but we planned for this year one 
or two special issues, Finally, 
everybody asks for MORE. More news, 
lyrics, stories, interviews, artwork, 
etc. Be sure we will.do our best! 
9- Robotech only: 36.6%, both: 63.3%. 

10- Yes: 93.2%, No: 6.8%. Don't wait to be 

asked! Do something and send it to us! 


So, the general profile of our reader 
(or at least of the reader who dares to give 
us feedback) is a young adult, male, 
american, attending college. He discovered 
japanimation through Robotech and wants to 
know more about Sentinels, The Odyssey and 
anime in general. He is a fan and wants to 
contribute to his favorite fanzine...  CJP 
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I Yes! | need to keep up with the further adventures of Rick Hunter and 
Lisa Hayes. I've enclosed a check for $11.95 ($13.95 outside U.S.) for 
a six Issue subscription to Robotech Il: The Sentinels beginning 

with Issue # 

And | also need a copy of the Robotech Il: The Sentinels full color 
poster (17x24) to hang on my wall. I've enclosed $6.95. 


Name 
Address 


City/State/Zip 


Note: All comics are mailed flat in a protective envelope. 
All posters are mailed In a cardboard tube. 


ETERNITY COMICS, PO Box 3185—PA, Thousand Oaks, CA 93159 
SS SS 


ROBOTECH II: The Sentinels is copyright © 1988 Harmony Gold U.S.A., Inc. All rights reserved. 
ROBOTECH Is a trademark owned and licensed by Harmony Gold U.S.A., Inc. 


